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ВИКОРИСТАННЯ ПЛАТФОРМИ KAHOOT! ЯК ЗАСОБУ 
ГЕЙМІФІКАЦІЇ У ПРОЦЕСІ ВИКЛАДАННЯ АНГЛІЙСЬКОЇ МОВИ 
ЯК ДРУГОЇ ІНОЗЕМНОЇ
ИСПОЛЬЗОВАНИЕ ПЛАТФОРМЫ KAHOOT! КАК СРЕДСТВА 
ГЕЙМИФИКАЦИИ В ПРОЦЕССЕ ПРЕПОДАВАНИЯ АНГЛИЙСКОГО 
ЯЗЫКА КАК ВТОРОГО ИНОСТРАННОГО 
Due to an obligatory conversion to the distance-learning mode at all levels of education 
worldwide because of COVID-19 pandemic outbreak, the problem of searching new teaching 
tools as well as improving the existing ones has aroused in front of teachers of both schools 
and universities. The aim of this paper is to dwell on the importance of the usage of a game 
form in teaching English as a Second Foreign Language (ESL), applying the digital platform 
KAHOOT! in order to reach all possible educational aims and especially keep students’ moti-
vation for studying during the distance learning mode. As the platform has introduced some 
changes in its system, the process of creating different learning modes as follows: to present a 
new topic, to refresh students’ knowledge on some issues, to access students’ skills and check 
their mastering of vocabulary, grammar, cultural pattern etc. are demonstrated in the article. 
Moreover, since the recent conducted research by Ukrainian and Polish teachers at English 
classes at the National  University  of  Life  and  Environmental  Sciences  of  Ukraine  in  Kyiv 
and at the Pedagogical University in Kraków respectively has proved the efficacy of using the 
platform KAHOOT! in learning, the article highlights the main reasons why it is advisable to 
apply digital game-based activities along with classical mode of theory explanation to motivate 
students continue learning English during teaching online, especially while the quarantine pe-
riod and/or mixed type of learning.     
Keywords: English, gamification, distance learning mode, motivation, KAHOOT!, quiz.
Враховуючи потребу обов’язкового переходу на режим дистанційного навчання на 
всіх рівнях освіти у світовому масштабі через спалах пандемії COVID-19, проблема по-
шуку нових навчальних засобів, а також вдосконалення вже існуючих виникла перед 
вчителями як шкіл, так і університетів. Метою даної статті є довести важливість та 
доцільність використання ігрової форми навчання для студентів ESL із застосуванням 
цифрової платформи KAHOOT! для досягнення всіх можливих освітніх цілей та насам-
перед підвищення мотивації студентів навчатися в дистанційному режимі. Оскільки 
платформа внесла деякі зміни у свою систему, перелік різних режимів навчання вклю-
чає в себе такі опції: представити нову тему, освіжити знання студентів з деяких питань, 
визначити успішність і рівень знань студентів, перевірити їх володіння словниковим 
запасом з вивченої теми, граматикою, культурним аспектом, надати миттєвий відгук та 
ін. Більш того, оскільки нещодавні дослідження, проведені українськими та польськи-
ми вчителями на уроках англійської мови в Національному університеті біоресурсів 
і екології України в Києві та Педагогічному університеті у Кракові відповідно довели 
ефективність використання платформи KAHOOT! у процесі навчання, у статті висвіт-
лено основні причини, за якими рекомендовано застосовувати цифрові ігрові дії поряд з 
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класичним способом пояснення теорії, з метою, щоб мотивувати студентів продовжувати 
вивчення англійської мови під час онлайн-навчання, особливо в період карантину та/
або змішаного типу навчання.
Ключові слова: англійська мова, гейміфікація, режим дистанційного навчання, мо-
тивація, KAHOOT!, вікторина.
В связи с обязательным переходом на дистанционное обучение на всех уровнях об-
разования во всем мире из-за вспышки пандемии COVID-19 проблема поиска новых 
средств обучения, а также улучшения существующих возникла перед учителями как 
школ, так и университетов. Цель данной статьи – доказать и обосновать важность 
использования игровой формы в обучении английскому как второму иностранному 
языку (ESL) с использованием цифровой платформы KAHOOT! для достижения все-
возможных образовательных целей и в первую очередь сохранить мотивацию студентов 
учиться в дистанционном режиме. Поскольку платформа внесла некоторые измене-
ния в свою систему, список различных режимов обучения включает в себя следующие 
опции: представить новую тему, освежить знания студентов по некоторым вопросам, оп-
ределить успеваемость и уровень знаний студентов, проверить их владение некоторым 
словарным запасом, грамматикой, культурным аспектом и др. Более того, так как не-
давние исследования, проведенные украинскими и польскими учителями на уроках 
английского языка в Национальном университете биоресурсов и экологии Украины в 
Киеве и Педагогическом университете в Кракове соответственно доказали эффектив-
ность использования платформы KAHOOT! в процессе обучения, то в статье освещены 
основные причины, по которым рекомендуется применять цифровые игровые действия 
наряду с классическим способом объяснения теории, с целью, чтобы мотивировать сту-
дентов продолжать изучение английского языка во время онлайн-обучения, особенно в 
период карантина и/ или смешанного типа обучения.
Ключевые слова: английский язык, геймификация, дистанционное обучение, моти-
вация, KAHOOT!, викторина.
Introduction. Never before has the teaching process required such a thorough 
search of different ways in order to encourage student’s interest in learning English. 
The COVID-19 pandemic outbreak, caused by respiratory syndrome coronavirus 
SARS-CoV-2 at the end of 2019, compelled all educational institutions to “switch 
on” the distance-learning mode all over the world. Nevertheless, due to the constant 
development of digital technologies and step by step adaptation to the online-learning 
form in an international practice, the educational organizations more or less were 
prepared for online- or distance-learning, although the majority faced the problem 
of studying “the computer and its abilities”. At the same time, a lot of well-known 
learning and teaching platforms which were popular before pandemic still preserve their 
popularity and even are influenced by changes to facilitate and improve educational 
process. Moreover, the present-day circumstances stimulate the development of new 
learning platforms to enhance the students’ motivation and confidence with the purpose 
of learning in different circumstances. 
The purpose of this paper is to investigate the use of online games in ESL 
classroom as one of the supplementing methods during the teaching-learning process. 
As an example of game-based tool, the platform KAHOOT! is used.
Analysis of research studies and publications.
The evidence of the positive results of using KAHOOT! is demonstrated by 
the research data, described in the articles by Ukrainian associate professor of the 
Department of English for Technical and Agrobiological Specialities N.V. Iaremenko 
[3] and Polish teacher at the Pedagogical University, Krakow E. Zarzycka-Piskorz [10]. 
The outcome shows that learning a language different from the mother tongue means 
that a person learns not only a new language but also experiences a new culture and 
another “world”, as people say you live as many lives as many languages you speak. 
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Therefore, the foremost teacher’s task is to maintain constant motivation of his/her 
students because it is the most important criterion to keep the interest for learning the 
language and discovering something unknown every lesson. Nevertheless, the factors 
which can be a serious obstacle for students no matter whether they study at school or at 
university include “compulsory attendance, curriculum content, and grades” Iaremenko 
(2017:126). That is why the present-day lesson of English Language requires application 
of something completely new and breathtaking to correspond the 21st model of teaching 
in accordance with the communicative approach. 
The statement of the main research material.
According to the latest investigations, one of the possible solutions to maintain and 
enhance motivation in ESL classroom is to use game-based activities as it is the only 
method with the help of which the environment of “competition, challenge, collabora-
tion and fun” Iaremenko (2017:126) can be created. This means that a student learns not 
only the language itself but also how to apply the language in life situations e.g. to chal-
lenge difficulties, to collaborate with people to find a solution or new ideas, or vice versa 
to participate in a competition to win the “the prize”. Furthermore, Zarzycka-Piskorz 
(2016) claims that gamification of the learning process breaks the monotonous atmos-
phere of the lesson, this endless check of boring exercises by providing an eye-catching 
way to remember some new or difficult word/grammar rule for sure by heart while 
doing exercise in a game form.   Thus “games are effective tools for learning because 
they offer students a hypothetical environment in which they can explore alternative 
decisions without the risk of failure. Thought and action are combined into purposeful 
behaviour to accomplish a goal. Playing games teaches us how to strategize, to consider 
alternatives, and to think flexibly” Martinson & Chu (2008:478). Michos (2017, p. 512) 
states that gamification must be applied in ESL classrooms because it helps to change 
the students’ mood (they start waiting for something unusual and new), to increase 
learners’ feeling of happiness ( especially when students play in teams, the compete to 
win the “reward”), to overcome the learner’s fatigue of dull cramming, to catch the stu-
dents’ attention (up to the end of the lesson the are still stay concentrated on discussed 
the topic), to engage students in participation and decrease the shirking classes/lectures 
and last but not least to make fun.   
A gamification tool such as Kahoot! [4] is regarded as one of the most widespread 
effective learning platform to bring some new topic, in particularly vocabulary and 
grammar partners, to revise and practice the vocabulary issues, such as phrasal verbs, 
idioms, fixed expression, collocations etc., as well as grammar rules, for example the 
use of present/past/future tenses in a modern format of learning. In addition, “The 
service offers three forms of game. The purpose, for which you are going to create the 
game, will help to determine the form: to determine the level of students’ knowledge 
of a topic or the level of its understanding – a multiple-choice quiz or an open-answer 
quiz, to arrange a discussion on a particular issue, present an idea and get feedback – a 
discussion, to collect students’ opinions on a particular problem – a survey” Handabura 
(2020:298).
Susanti (2018) dwells upon the fact that, “as students nowadays, who are also 
known as millennials and may be more knowledgeable in certain aspects of technology, 
it is crucial for teachers to explore new technology and synchronize their knowledge 
with the students in order to create a meaningful teaching and learning experience.” 
Susanti (2018:37).  That is why this game-based learning platform can be used almost at 
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all levels of education, since nowadays even in the primary and second schools students 
are aware of computer technologies and can work in the easiest programmes.  
The first stage of working in Kahoot!, as in any other social network or website 
is registration. The teacher should create his/her own account. It is also advisable that 
the pupils should do their personal account to personalise themselves and save the 
game materials for further practice as well. However, it is not obligatory because the 
platform allows participation in the game even without registration no matter whether 
the application itself is used or a webpage; the main is the pin-number.
After registration, the teacher can create their own Kahoot, a learning game which 
could imply different types of answers. For example, it is possible to include a multiple-
choice quiz with one, two or three correct answers, an open-answer quiz or true/false 
questions. While creating, it is essential to remember to randomize the order of the 
questions, especially when the already existed Kahoot game is recreating for a revision 
lesson. The last but not least is the time management for each task, the former depends 
on the complexity of the task. It means that the teacher should also include the time 
limit needed to complete the task. As soon as the game is saved, the students can play 
it. Nevertheless, the main disadvantage of the platform is the constant access to the 
Internet. If not, there will be some problems in using the game properly [6].
In fact, due to the necessity to hold distance-learning mode, the platform has 
developed host games live over video conferencing [5], which allow students to play a 
live Kahoot game just from home. The only thing is that the teacher should share his/
her screen with an online video conferencing tool, using for instance Google Hangouts 
Meet, Skype or Zoom [5].
Besides, the platform contains a section How Kahoot! is used to make learning 
awesome in higher education, that explains the main aims of the usage Kahoot! platform 
in language teaching [2], among which it is necessary to highlight the following ones. 
1. To make lectures interactive. The combination of quiz, polls, word cloud and 
other question types arouses students’ interest and make students collaborate or discuss 
in pairs/groups the current issue both at face-to-face and remote classes.
2. To instruct remotely. Since distance learning mode is held via different video-
conferencing programmes e.g. Microsoft Teams, Google Meet, Zoom etc., KAHOOT! 
is an alternative way to explain some new topic and in turn engage students in learning 
and reflexing about the current issue instead of presenting a lecture with the help of 
traditional means such as books and oral explanation.
3. Break the ice and spark discussion. Lighten up the mood and lower the threshold 
for asking questions even when instructing remotely [2]. 
4. To pre-assess knowledge. Before starting a topic or course, a teacher should cre-
ate a KAHOOT! a game in order to assess his/her students’ current level of knowledge, 
identify gaps and adjust the curriculum in accordance with the situation. 
5. To review content and prepare for tests. Writing a test paper for every student 
is not only a challenge but also a quite a stressful process because he/she is afraid of 
making mistakes and as a result getting a bad mark. Consequently, the revision of the 
important content can be presented in a form of KAHOOT! game.  
6. To facilitate student presentations. Nowadays giving a group work to students 
is quite popular and at the same time rather productive activity as the students working 
at some project collaborate and socialise with each other and improve their skills and 
character to work in teams which is one of the main features of a professional employee. 
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In this way, after defending their project, as a conclusion students may create their own 
kahoots together to present results of their research.
7. Gauge student opinions. In fact, it is a rare case when there are 10 students in a 
classroom and no matter whether it is a remote class or a class at school/university. The 
average class consists of 25–30 students and teacher is responsible for accessing results 
of everyone. Thus, polls, surveys and word cloud questions is a helpful tool to collect 
opinions and encourage reluctant students to answer during the lessons.
8. Motivate attendance and drive retention. Give students an extra incentive to 
attend your next lecture and complete the entire course. A teacher should encourage his/
her students to participate in every class, tend not to miss lectures and make students 
learn your subject not by force but by interest. 
Conclusions. To sum up, despite the fact that education system has felt a significant 
impact of the worldwide spread of Covid-19 and due to the obligatory mode of distance 
learning during the temporary quarantine period, teachers should keep the educational 
process of their students under even stronger control. One of the possible solutions to 
the emerged task is the use of computer technologies, especially game-based activities 
which capture the audience attention at the very beginning of the lesson/lecture and 
keeps it up to the end. Being a gamification digital tool, the use of the platform Kahoot!, 
its quizzes, surveys etc. makes classes more interactive and helps teachers not only to 
hold their students’ attention to some specific vocabulary subject or grammar rule and 
increase their motivation, but also to do an assessment of their students’ knowledge as 
well as to provide them with an immediate feedback or necessary analysis on different 
issues. The only drawback of the game is the necessity of a constant access to the solid 
Internet connection, which of course depend on neither students nor teachers.
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